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_SINGLE PLAYER | 
_MULTIPLAYER | 


(INTRODUCTION 


; INTRODUCTION | BY RAPHAEL LACOSTE 


The challenge in the first Assassin's 
Creed was to create a new brand. In or- 
der to stand out, we needed bold graphics 
and an original style. 

After the two previous games, which were 
set in Italy, we needed something differ- 
ent and refreshing, so I decided to move 
away from the usual setting and go for a 
more exotic feel. We took our inspira- 
tion from Onentalist painters such as 
Ivan Aivazovsky and Fabius Brest. The 


colours are vibrant, the composition is 


more organic, and the images are very 
atmospheric. 

Although we had to take into account a 
fully interactive environment, we paid a 
lot of attention to detail, both in the char 
acters and in terms of the image compo- 
sition of the settings. 

I really hope that you will enjoy the art- 
work we've selected for this book. We 
think it faithfully illustrates the artistic 


vision of Assassin's Creed Revelations. 


since pLaveR | SET TINGS | | 


In this section, we have selected a variety of 
illustrations that clearly show how we de 
fined our style, from simple houses to the 
horizon, and the city’s particular atmos 
phere. I hope you'll appreciate the main 


foundations for the direction we took for 


the art, notably: colour, exoticism, strong 


image composition and atmosphere. 
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_| SINGLE PLAYER 


1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE 


SETTINGS 


CONSTANTINOPLE 


Constantinople is a cultural melting 
pot: it’s at the crossroads of several 
different civilisations. We were inspi 

red by this ambience to instil diversity 
in the colours used, make the streets 
lively and the market areas very dense. 
We wanted to avoid making everything 
too monochromatic, so we chose to 
create four main areas as diverse as 


possible to give them each their own 


special flavour. 
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1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE 


The Grand Bazaar is a central element in 
Constantinople. It’s where you can buy 


spices from the Middle East and fabrics 


from Asia. It’s richly decorated and even 
today you can still find colours painted on 
the arches and columns. In Istanbul, it’s 
still possible to lose yourself in this stone 
labyrinth, with its fifty-eight streets and 
four thousand stalls. It’s the largest in 

terior zone that we've ever created for 
Assassin’s Creed, and provides a great 


contrast from the exterior settings. 
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One of the first challenges that we gave 
ourselves was to create a landscape 
that people would find memorable. 


Constantinople was built on seven hill 


we were able to make the most of the dif, 


ferences in elevation and the interesting 


contrasts they offer to create the various 


levels and neighbourhoods in the city. The 
minarets and domes half hidden in the 


mists give a new, oriental feel to things. 


1) 
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_| SINGLE PLAYER} SETTINGS CONSTANTINOPLE 


BEYAZID DISTRICT | 


1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE _ BEYAZID DISTRICT 
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1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE _ CONSTANTIN DISTRICT 


SINGLE PLAYER 


This type of concept 
art, with a view from on 
high, was essential for 
creating the houses in 
We 


to create a new style of 


the game. wanted 


street for  Assassin’s 


Creed, with clumps of 
that 


houses appeared 


very organic, made out of 


wood, as was common in 
Constantinople ata certain 
time. Some can still be 


found in Istanbul today. 


This 


allowed us to escape the 


graphic research 


geometrical rigidity of 


houses and streets that 
we were used to seeing in 
Assassin's Creed, and has 
been especially important 
in the 


town building 


and image composition 
of Assassin's Creed 


Revelations. 


_SETTINGS | CONSTANTINOPLE 


CONSTANTIN 
DISTRICT 


Now completely under 


ground, the river Lycos 
crossed Constantinople 
and flowed into one of the 


city’s many water tanks. 


In ACR, we find it in the 


Constantine area which a dirty place in complete the extremely different the various parts of the city 


is more run-down, a lot contrast to the splendour living conditions of the allows players to get their 


more organic than the of Hagia Sophia, and it’s rich and poor at the time. bearings in this hug 


other parts of the city. It’s important not to forget This difference between constructed city. 


_!| SINGLE PLAYER SETTINGS CONSTANTINOPLE |, 


GALATA DISTRICT) 


1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE _ GALATA DISTRICT 


IMPERIAL DISTRICT | 


SINGLE PLAYER SETTINGS | CONSTANTINOPLE | 


This 1mage is one the 


to have been produced 


for the city of Constanti- 
nople. It reveals the main 
foundati for the art 
direction of AC Revela- 
tions: colour, exoticism, 
strong image composition 


and atmosphere. 
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1_SINGLE PLAYER _ SETTINGS _ CONSTANTINOPLE 


HYPPODROME 


_ MELANIE TREMBLAY 

The Topkapi Palace was the main re- 
sidence of the Sultans and the nerve 
centre of decision-making for the Ot- 
toman Empire. Le Sultan Beyazit lived 
there with his court, isolated. At the 
height of the Empire's reign, it could 
hold up to four thousand people. This 
illustration represents a cultural cele- 
bration in honour of Prince Suleiman 
in the third courtyard of the palace. 
As Constantinople is strategie for “ex- 
changes with the Orient, it has always 


been an important multicultural city. 
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SINGLE PLAYER | SETTINGS consraninopte| ARSENAL | 


The arsenal is an important zone inthe residential and market areas. There's 
game where two important missions a darker, more oppressive, more dra 


take place. It’s the city’s shipyard, matic feel to it. It’s kind of like the in 


and has a different feel to it than the dustrial port of its time. 
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JANISSARY CAMP | 


J sate evaver| sernnes| HEADQUARTERS | 


Jencicpam|semue) SECRET LOCATIONS| 


“ycs| RESEARCH WORK | 


Poor 


Medium 


Rich 
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1_SINGLE PLAYER _ SETTINGS _ CAPPADOCIA 


| SINGLE PLAYER 


SETTINGS 


CAPPADOCIA 
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| sate pLaver| sermes| MASYAF | ATLAS 


VILLAGE 


nos] wasvar | FORTRESS | 


J snate ptaver | CHARACTERS 


_ JEFF SIMPSON _ ILLUSTRATOR 


We really wanted the characters in our 
game to reflect the richness, depth and 
variety of culture of Constantinople, the 
crossroads of the world. We especially 
wanted to stay away from the stereotypical 
look that people associate with this par- 
ticular culture, so we paid a lot of atten- 
tion to reference material gathered from 
museums and history books for a more 
authentic feel. We paid special attention 


to the fabrics and colour palettes, giving 


1_SINGLE PLAYER _ CHARACTERS 


each faction its own unique feel. 


_| SINGLE PLAYER | CHARACTERS EZIO | 


Fa 
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_ JEFF SIMPSON 

I created this image just after we had settled on a de- 
sign for Ezio’s suit that we were relatively happy with. 
I was asked to come up with a new pose for Ezio, like 
the ones from in AC2 and Brotherhood which have him 
showing off his blades in a very iconic way. The paint 
ing was done pretty quickly. I wasn’t sure what level of 
detail was going to go into it, since I was just focus- 
ing on the attitude and less on the details and outfit. | 
originally had him holding a Yatagan with his left hand 
in a defensive position, something it was later decided 
we definitely wanted to avoid, so | moved the Yatagan to 
his belt and placed his other blade in his hand instead 


(which ultimately makes more sense, since he always 


shows both of them). I wanted to portray the way Ezio 


had aged; he has lost his upright elegance from the first 
two games and become more top heavy. You have a much 
more powerful sense of his strength now. | thought the 
fur really helped make him feel more feral, like a wolf 


ready to strike. 
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_ JEFF SIMPSON = 
Raphael was very adamant about basing 
Ezio’s love interest, Sophia, on a paint 
ing by the German Renaissance artist Al 
brecht Durer. We needed her to stand out 
and look distinctly European, so we went 


with a rich vibrant green to bring out her 


distinct orange hair. This was one of the 
first concepts I did on the project. It was 
fun to try to modernise her look while 
staying true to the colours and features 


r’s painting. | 


of the woman from Dur 
remember I originally drew her with a 
much more arrogant look, her face tilted 
upwards. While it had a lot of attitude, it 
would have been a bit too difficult for the 
modellers to get a good grasp of her facial 
features so | later revised it with a sim 


pler look from a slight angle 
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1_SINGLE PLAYER _ CHARACTERS _ BYZANTINE TEMPLARS 


_| SINGLE PLAYER | characters 


OTTOMAN 
SOLDIERS 
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I_SINGLE PLAYER _ CHARACTERS _ BYSANTINGMMFIZEN 


53 


_| SINGLE PLAYER) CHARACTERS 


‘sete aver! WEAPON | 


_ JEFF SIMPSON 

The weapons of the Ottoman Empire, with 
their beautiful curves, unique designs 
and embroidery are very iconic, and we 
wanted to show them off in their full glory. 
As alway 


authentic 16" century Ottoman weapons 


our designs are based on the 


that can be found in museums today. By 
contrast, the weapons of the Byzantine 
Empire were influenced by large, brutal 
Germanic and Nordic designs since most 
of their warriors were mercenaries from 


abroad and would have brought their own 


z 
S 
& 
< 
o 
= 
& 
S 
< 
2 
a 
Wy 
a 
3 
= 
cy 
pal 


weapons with them. 
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1_SINGLE PLAYER _ WEAPON 


2_MULTIPLAYER _ SETTINGS 


| steve SETTINGS | 


- MATHIEU GRANJON _ ARTISTIC DIRECTOR _ ANNECY 


Each city in multiplayer mode is an ex- 
ample of intensive urbanism. Just like 
the characters, the towns were also “au- 
ditioned’ to find out which ones would 
work perfectly as engaging, intriguing 
game settings. The lights, buildings, 
surfaces... everything was treated with 
incredible attention to detail, but with- 
out forgetting that it’s important for it 
to be simple to get around a multiplayer 


city and see clearly which routes to take. 


SONILLAS ~ YBAVIGILINN™Z 


~ MATHIEU GRANJON 


When we decided to make the multiplayer 
mode central to the Mediterranean world, 
we chose Rhodes for its rich culture and 
interesting mix of both middle-eastern 
and western architecture. The city has a 


tumultuous history, with a number of wars 


having been waged between the different 
religious orders. 

The story of the Knights Templar is very 
much linked to that of Rhodes, which 


sin’s 


made it an obvious choice for Ass; 


Creed. This image shows the main build- 


ing of what was then the city centre: the 
Hospital of the Knights. It’s at the heart 
of the Templars’ battles in the game, and 
provides many strategic possibilities and 


memorable action sequences. 
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2_MULTIPLAYER _ CHARACTERS 
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MULTIPLAYER Cc HARACTE RS 


_ MATHIEU GRANJON 
One of the distinctive things about the 
multiplayer characters is that they are all 


heroes for the players. At first glance, they 


must all have their own, unique character 
so that the player can instantly tell them 


apart. They have to look aggressive and 


powerful, but also keep what constitutes 
the strength of Assassin’s Creed: strong 
credibility, an aura reinforced by the sto 

ryline, visible in their faces, their clothes 


and the way they move. 


_ MATHIEU GRANJON 

This image was a real step forward in the 
design of the multiplayer characters for 
Ass 


wanted a female character from the very 


in’s Creed Brotherhood. We had 


beginning of the project, but there was 
a contradiction between the historical 
limitations and our desire to make the 
character attractive to players. We did a 
huge amount of research about Renais* 
sance dress, and looked at many paint 
ings by great masters, whilst keeping in 
mind the feminine, seductive image of 
a courtesan of the era. We had to take a 
few liberties to make her more sexy in a 
contemporary sense, and the mix of all 
these elements gave rise to one of the 
most endearing multiplayer characters 


in the game. 
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